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(54) Gaming device with a progressive jackpot triggered from a bonus game 



(57) At least one gaming machine (10) in a network 
of gaming machines (10A-10C) includes displays (12) 
for a main game and a bonus game. The bonus game 
is activated when a particular outcome of the main game 
is achieved. A jackpot (53) that is common to a plurality 
of the gaming machines in the network may be awarded 



when certain criteria are achieved in the bonus game. 
The certain criteria may occur entirely within the bonus 
game, or may be distributed between the main game 
and the bonus game. The certain criteria may be* for 
example, the display of a particular symbol or symbol 
combination, or a particular outcome of the bonus game. 
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Description 

[0001] This invention relates to gaming machines 
and, in particular, to gaming machines with bonus 
games and progressive jackpots. 
[0002] Gaming machines, such as slot machines, vid- 
eo poker machines, and the like, have been a corner- 
stone of the gaming industry for several years. Gener- 
ally, the popularity of such machines with players is de- 
pendent on the likelihood (or perceived likelihood) of 
winning money at the machine. 

[0003] It is known to combine the main games of gam- 
ing machines with secondary games, such as progres- 
sive jackpots or bonus games, that are triggered occa- 
sionally from the main game. Secondary games may 
pay out less frequently than the main game, but often 
secondary games pay large jackpots compared to the 
main game, thereby increasing the perceived likelihood 
of winning a large amount and the appeal to a player. 
Since secondary games may pay large jackpots, if a 
secondary game is won too frequently, the gaming ma- 
chine will not be profitable. Thus, the frequency with 
which secondary games are won must be controlled in 
order to maintain the prof itability of the gaming machine. 
[0004] In accordance with embodiments of the inven- 
tion, at least one gaming machine in a network of gam- 
ing machines includes one or more displays for a main 
game and a bonus game. The bonus game is activated 
when a particular outcome of the main game is 
achieved. A jackpot that is common to all the gaming 
machines in the network may be awarded when certain 
criteria are achieved in the bonus game. The certain cri- 
teria may occur entirely within the bonus game, or may 
be distributed between the main game and the bonus 
game. The certain criteria may be, for example, the dis- 
play of a particular symbol or symbol combination in the 
bonus game, or another particular outcome of the bonus 
game. 

Fig. 1 illustrates a gaming machine having a con- 
sole and a top box, according to an embodiment of 
the present invention. 

Fig. 2 illustrates various components of the console 
and top box of Fig. 1. 

Fig. 3 illustrates a network of connected gaming 
machines. 

[0005] A gaming machine according to embodiments 
of the invention includes a main game and a bonus 
game that is activated when predefined conditions in the 
main game occur. The gaming machine is part of a net- 
work of interconnected gaming machines and partici- 
pates in a progressive game, where a percentage of 
wagers from all machines in the network is accumulated 
in a single jackpot. The award of a jackpot in the pro- 
gressive game may be triggered by predefined condi- 



tions in the bonus game, or by predefined conditions in 
both the main game and the bonus game. In other em- 
bodiments, there may be multiple progressive jackpots. 
[0006] Although the invention can typically be imple- 
5 mented by installing a software program in most types 
of modern video gaming machines, where the main 
game, bonus game, and progressive jackpot are dis- 
played on a single video screen, one particular gaming 
machine platform having a "top box" specifically de- 
10 signed for conducting the bonus game and displaying 
the progressive jackpot will be described in detail. 
[0007] Fig. 1 is a perspective view of a gaming ma- 
chine 10 that incorporates the present invention. Gam- 
ing machine 10 includes console 26, where the main 
15 game is played, and top box 28, where the bonus game 
is played. Console 26 includes a display 1 2 that may be 
a thin film transistor (TFT) display, a liquid crystal display 
(LCD), a cathode ray tube (CRT), or any other type of 
display. Display 12 may include a touch screen for con- 
20 verting a player's touching of areas of the screen into 
commands for the game program to carry out. Display 
12 may also be a window revealing rotating reels. 
[0008] A coin slot 14 accepts coins or tokens in one 
or more denominations to generate credits within ma- 
25 chine 1 0 for playing games. An input slot 1 6 is also pro- 
vided for receiving either bills, machine readable printed 
tickets, cashless gaming cards, smart cards, or other 
types of mediator generating credits within machine 10. 
A display 18 may identify instructions to the player for 
30 depositing money or monetary equivalents into machine 
10. 

[0009] A coin tray 20 is provided for receiving coins 
or tokens from a hopper upon a win or upon the player 
cashing out. 

35 [0010] Player control buttons 24 include any buttons 
needed for the play of the particular game or games of- 
fered by machine 10 including, for example, a bet but- 
ton, a repeat bet button, a play two-ways button, a spin 
reels button, a deal button, hold card buttons, a draw 

40 button, a maximum bet button, and cash-out button, and 
any other suitable buttons for the main game offered by 
machine 10. Buttons 24 may be replaced by a touch 
screen with virtual buttons. 

[0011] Top box 28 includes windows 31, 32, 33, 34, 
45 and 35, where the bonus game is played, and display 
• 36 for displaying the amount won in the bonus game. 
Any other type of bonus game can be played. One or 
more displays 38 and 39 display the amount in one or 
more progressive jackpots. 
50 [0012] Fig. 2 is a block diagram illustrating basic func- 
tional blocks in console 26 and in top box 28 of machine 
10. A CPU 60 runs a gaming program stored in a pro- 
gram ROM 63. CPU 60 also uses a conventional RAM. 
A coin-credit detector 61 generates credits to play the 
55 game. A payout device 62 pays out an award to the play- 
er in the form of coins upon termination of the game or 
upon the player cashing out. A payout may also be in 
the form of a coded paper ticket, credits on a smart card 
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or magnetic strip card, or in any other form. A pay table 
ROM 64 receives signals corresponding to the outcome 
of the game and identifies the award to be paid to the 
player by the payout device 62. A display controller 65 
receives commands from CPU 60 and generates sig- 
nals for any display 66 (such as display 1 2 in Fig. 1 ). If 
a display is a touch screen, player commands may be 
input through the display screen to CPU 60. 
[0013] Upon a special combination of symbols being 
generated in the main game (or upon any other special 
outcome of the main game), signals from the CPU 60 
are transmitted via, for example, an RS-232 interface to 
electronics located in the top box 28 for carrying out the 
bonus game. By separating the electronics for the top 
box 28 from the electronics in the lower portion of the 
machine, the lower portion of the machine may be made 
generic so it can be used in combination with various 
other types of top boxes conducting different forms of 
bonus games. Additionally, the programming of the bo- 
nus game may be changed independently of the pro- 
gramming for the main game. 

[0014] In one embodiment, upon the special outcome 
of the main game, the CPU 60 randomly generates sig- 
nals for the five display areas 31 -35 and transmits these 
signals to CPU 68 in the top box 28. The CPU 68 (cou- 
pled to any type of RAM and ROM containing the bonus 
gaming program) then carries out the bonus gaming 
routine contained in the memory to control the various 
displays in the top box 28. Any other division of the bo- 
nus game function may be made between CPU 60 and 
CPU 68. 

[0015] The displays for areas 31-35 in the top box 28 
are referred to as displays 70 in Fig. 2. The various dis- 
plays 70 may include flip-cards, LEDs, wheels, trans- 
parencies, CRTs, LCDs or any combination of such dis- 
plays or any other known displays. Flip cards are of the 
type well known in the art of gaming, digital clocks, and 
signs, where thin printed cards pivoting around a com- 
mon axis are flipped by a motor until the selected card 
is displayed. Such flip card displays are commercially 
available, as are the other types of displays. Additional- 
ly, in one embodiment, the top box 28 may have control 
buttons for the player, where the bonus game requires 
player input. 

[0016] The gaming machine of Figs. 1 and 2 may be 
connected to a network of other gaming machines in a 
progressive jackpot gaming system. Fig. 3 is a block di- 
agram of a network of interconnected gaming machines. 
The network illustrated in Fig. 3 may be located in a sin- 
gle location or spread over multiple locations and may 
be connected to other networks. The network of Fig. 3 
includes a number of gaming machines 10A, 10B, and 
10C of any type. Gaming machines 10A-10C are con- 
nected to a conventional multiplexer/demultiplexer 
(MUX) 55 that serves to communicate with all the gam- 
ing machines in the network. In one embodiment, the 
communication link between the gaming machines, 
MUX 55, and jackpot display 53 is a serial RS-422 com- 



munication link, and gaming machines 10A-10C are 
connected in a star pattern. A central server computer 
51 runs a computer program that controls the network, 
including jackpot display 53. A suitable computer pro- 
5 gram for controlling the network would be understood 
by those skilled in the art. 

[0017] Jackpot display 53 may be viewable by all play- 
ers in the same location playing gaming machines con- 
nected to the network. Multiple jackpot displays may be 
10 used, such as when parts of the network are in different 
physical locations or if each gaming machine displays 
the jackpot. All jackpot displays connected to the net- 
work have the same information displayed. 
[0018] In one embodiment, the main and bonus 
15 games are played, and the progressive jackpot is 
awarded as follows. The player places a bet and starts 
the main game by pressing one or more of buttons 24 
on console 26 in Fig. 1 . The main game may be virtually 
any type of game where at least one of the outcomes of 
20 the main game activates or enables playing of the bonus 
game, such as real or simulated rotating reels, card 
games, or other games of chance. A typical main game 
is a plurality of rotating reels displayed on the video dis- 
play 1 2 whose stop positions are determined by^a pseu- 
25 do random generator. The bonus game in top box por- 
tion 28 may be activated when a special symbol or com- 
bination of symbols is the outcome of the main game. 
The special symbol or combination of symbols may be 
advertised on display 1 2 or in top box 28. When the spe- 
30 cial symbol or combination of symbols is the outcome 
of the main game, hardware or software in console 26 
instructs top box 28 to begin the bonus game. 
[0019] When the bonus game is activated, parts of top 
box 28 may gradually become illuminated, drawing the 
35 player's attention to top box 28. Five indicia may then 
be displayed in display areas 31 -35, either automatically 
or after the player presses a button. Each indicia may 
be, for example, a bonus amount (money or credits), a 
multiplier, or a symbol. A combination of indicia types 
40 may also be displayed. Lights 41-45 begin turning on 
and off, either randomly or in sequence. Lights 41-45 
then stop turning on and off, leaving on one of lights 
41-45 identifying the player's prize. Lights 41-45 may 
stop turning on and off automatically or at the player's 
45 prompting. The player's bonus prize may then be dis- 
. played in display 36. 
[0020] Different special symbols or symbol combina- 
tions may cause the player to win one or more progres- 
sive jackpots displayed on displays 38 and 39 of Fig. 1 
so and display 53 of Fig. 3. 

[0021] It is known to trigger the award of a progressive 
jackpot from the main game. In conventional games 
where the main game is rotating reels, a progressive 
jackpot may be awarded when ail the reels display a 
55 special symbol. The special symbol is typically the sym- 
bol associated with the highest payouts. If the progres- 
sive jackpot is triggered from the main game by all reels 
displaying the special symbol, each of the reels must 
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have one or more special symbols. If the special symbol 
has additional functions besides being the jackpot sym- 
bol, such as being a wild card or triggering other awards 
in the game, the desig n of the game becomes very com- 
plicated. The designer must not cause the machine to 
pay out too frequently on the main game, which makes 
the machine unprofitable. When the progressive jackpot 
is triggered from the main game, it is difficult to adjust 
both the pulls-to-hit ratio of the progressive jackpot 
game and the return-to-player-percentage of the main 
game such that the machine is appealing to players, yet 
still profitable. 

[0022] In accordance with one embodiment of the in- 
vention, the payment of one or more progressive jack- 
pots is triggered from the bonus game, rather than the 
main game. For example, in the bonus game described 
above, the progressive jackpot may be awarded when 
each of display areas 31-35 displays the same indicia, 
which may be the same as the special symbol in the 
main game, or when a progressive jackpot trigger sym- 
bol is selected by lights 41 -45 as the outcome of the bo- 
nus game. When the progressive jackpot is triggered 
from the bonus game, the pulls-to-hit ratio of the pro- 
gressive jackpot can be more closely controlled, without 
affecting the payout frequency of the main game. The 
lower boundary of the pulls-to-hit ratio of the progressive 
jackpot is the frequency with which the outcome of the 
main game triggers the bonus game, and the upper 
boundary is limitless. In one embodiment, the upper 
boundary of pulls-to-hit ratio of the progressive jackpot 
is dictated by regulations in the jurisdiction where the 
machine is located. The pulls-to-hit ratio of the progres- 
sive jackpot may be configured by downloading the ap- 
propriate ratio to all the gaming machines in the network 
from, for example, server computer 51 of Fig. 3. Thus, 
the pulls-to-hit ratio may be adjusted without changing 
hardware or software within each of the gaming ma- 
chines. 

[0023] In one embodiment, a port in gaming machine 
10 receives a signal from the network indicating the fre- 
quency with which the jackpot is to be awarded>where- 
by a microprocessor in the gaming device generates an 
outcome in the bonus game to award the jackpot pur- 
suant to the signal from the network. 
[0024] In accordance with another embodiment of the 
invention, the payment of one or more progressive jack- 
pots is triggered by a combination of elements in both 
the main game and the bonus game. For example, the 
progressive jackpot may be awarded when all the reels 
in the main game display the special symbol, and dis- 
play areas 31 -35 in the bonus game all display the spe- 
cial symbol during the bonus game. Since the progres- 
sive jackpot requires that a condition in the bonus game 
be satisfied, this embodiment offers the same balance 
between trigger frequency and machine profitability as 
a progressive jackpot triggered strictly from the bonus 
game. In addition, since the progressive jackpot is trig- 
gered in two stages, the machine increases player ex- 



citement and makes the machine more appealing. For 
example, in the first stage, the player plays the main 
game, and the outcome of the main game is each of the 
reels displaying the special symbol. At this point, the 
5 player knows he or she has a chance to win the progres- 
sive jackpot, but still has to fulfill certain conditions in 
the bonus game. The game becomes exciting because 
the player feels that the progressive jackpot is within 
reach. 

10 [0025] In some embodiments, the gaming machine 
may participate in multiple progressive jackpots, each 
triggered by the same or different triggers. For example, 
in the device illustrated in Fig. 1 , a first progressive jack- 
pot, available when the player makes a small bet, may 

15 be displayed in display area 38. A second, larger pro- 
gressive jackpot, available when the player makes a 
larger bet, may be displayed in display area 39. Or, a 
first progressive jackpot may be awarded when the play- 
er achieves the required trigger in the bonus game, and 

20 a second, larger progressive jackpot may be awarded 
when the player achieves the required triggers in both 
the main game and the bonus game. 
[0026] In another embodiment, the outcome of the 
main game may trigger one progressive jackpot, and the 

25 outcome of the bonus game may trigger another pro- 
gressive jackpot. 

[0027] Having described the invention in detail, those 
skilled in the art will appreciate that, given the present 
disclosure, modifications may be made to the invention 
30 without departing from the spirit of the inventive concept 
described herein. Therefore, it is not intended that the 
scope of the invention be limited to the specific embod- 
iments illustrated and described. 

35 

Claims 

1. A gaming method performed in a system of a plu- 
rality of gaming machines (10A-10C) connected in 
40 a network, the method comprising: 

accumulating a jackpot (53) common to the plu- 
rality of gaming machines, at least a portion of 
the jackpot to be paid to a player of one of the 
45 gaming machines based on certain criteria; 

displaying a main game on a first gaming ma- 
chine (10) in the plurality of gaming machines, 
the main game having a plurality of possible 
50 outcomes, at least one of the outcomes ena- 

bling a bonus game; 

displaying the bonus game on the first gaming 
machine in the plurality of gaming machines; 
55 and 

awarding at least a portion of the jackpot when 
the certain criteria are achieved in the bonus 
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game. 

2. The gaming method of Claim 1 wherein the certain 
criteria comprise a certain indicia achieved in the 
bonus game. 

3. The gaming method of any of the preceding claims 
wherein the certain criteria comprise a certain com- 
bination of indicia achieved in the bonus game. 

4. The gaming method of any of the preceding claims 
wherein the entire jackpot (53) is awarded when the 
certain criteria are achieved irTthe bonus game." 

5. The gaming method of any of the preceding claims 
wherein a first portion of the certain criteria is 
achieved in the main game and a second portion of 
the certain criteria is achieved in the bonus game in 
order to win at least a portion of the jackpot (53). 

6. The gaming method of any of the preceding claims 
wherein the jackpot (53) comprises a first jackpot 
and a second jackpot, the method further compris- 
ing awarding one of the first jackpot and second 
jackpot based on an outcome of at least the bonus 
game. 

7. The gaming method of Claim 6 wherein an outcome 
of the main game awards the first jackpot, and an 
outcome of the bonus game awards the second 
jackpot. 

8. The gaming method of any of the preceding claims 
wherein displaying the main game comprises dis- 
playing a plurality of rotating reels and stopping the 
reels to achieve symbol combinations. 

9. The gaming method of Claim 8 wherein the reels 
are displayed on a video screen (12). 

10. The gaming method of any of the preceding claims 
wherein displaying the bonus game comprises dis- 
playing randomly selected one or more indicia. 

1 1 . A gaming machine (10) for use in a gaming system, 
the gaming system comprising a plurality of gaming 
machines (10A-10C) connected within a network, 
the gaming machine comprising: 

one or more displays (12) for displaying a main 
game and a bonus game, the main game hav- 
ing a plurality of possible outcomes, at least 
one of the outcomes enabling the bonus game 
game; 

the gaming machine comprising at least one 
processor (60) for carrying out the following 
method: 



displaying the main game, the main game 
having a plurality of possible outcomes, at 
least one of the outcomes enabling a bo- 
nus game; 

5 

displaying the bonus game; and 

awarding at least a portion of a jackpot (53) 
when certain criteria are achieved in the 
10 bonus game, the jackpot being common to 

the plurality of gaming machines. 

- 12.The gaming machine of Claim 11 wherein the cer- 
tain criteria comprise a certain indicia achieved in 
15 the bonus game. 

13. The gaming machine of Claim 11 or 12 wherein the 
certain criteria comprise a certain combination of in- 
dicia achieved in the bonus game: 

20 

14. The gaming machine of any of Claims 11 through 

1 3 wherein the entire jackpot (53) is awarded when 
the certain criteria are achieved in the bonus game. 

- 2£ r 
25 15. The gaming machine of any of Claims 1,1- through 

14 wherein a first portion of the certain criteria is , 
achieved in the main game and a second portion of ^ 
the certain criteria is achieved in the bonus game in $ 
order to win at least a portion of the jackpot (53). r 

30 

16. The gaming machine of any of Claims 11 through - 

1 5 wherein the jackpot (53) comprises a first jackpot ^ 
and a second jackpot, wherein one of the first jack- 3 
pot and second jackpot is awarded based on an out- 7 

35 come of at least the bonus game. 

17. The gaming machine of Claim 16 wherein an out- 
come of the main game awards the first jackpot, and 
an outcome of the bonus game awards the second 

40 jackpot. 

18. The gaming machine of any of Claims 11 through 

1 7 wherein the main game comprises a display (12) 
of a plurality of stopped the reels to achieve symbol 

45 combinations. 

19. The gaming machine of any of Claims 11 through 

18 wherein the bonus game comprises displaying 
one or more randomly selected indicia. 

50 

20. A gaming device (10) capable of being connected 
to a network, the gaming device comprising: 

one or more displays (10) for displaying a main 
55 game and a bonus game, the main game hav- 

ing a plurality of possible outcomes, at least 
one of the outcomes enabling a bonus game, 
at least one of the outcomes of the bonus game 
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causing the award of at least a portion of a jack- 
pot (53) common to a plurality of gaming ma- 
chines (10A-10C) in the network; and 

a port for receiving a signal from the network 5 
(51) indicating the frequency with which the 
jackpot (53) is to be awarded, whereby a micro- 
processor (60) in the gaming device (10) gen- 
erates an outcome in the bonus game to award 
the jackpot pursuant to the signal from the net- 10 
work. 
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